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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 
INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


A\WARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AAWWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 

¢ Take a 10 to 15 minute break every hour, even if you don't think you need it. 

¢ If your hands, wrists or arms become tired or sore while playing, stop and 


rest them for several hours before playing again. 


¢ If you continue to have sore hands, wrists or arms during or after play, stop 


playing and see a doctor. 


AWWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

To avoid battery leakage: 


Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 
Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 
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> Getting Started 


Thank you for purchasing The Pinball of the Dead™. Please note that this software is designed 
only for use with Nintendo® Game Boy® Advance. Please read the following instructions f 
thoroughly before you start playing. : 


f 
® 
¥ 


1. Turn OFF the power switch on your Nintendo Game Boy Advance. Never insert or remove a 
Game Pak when the power is on: 

2. Insert the Game Pak of The Pinball of the Dead™ into the slot on the Game Boy Advance. : 
To lock the Game Pak in place, press firmly. 

3. Turn ON the POWER switch. The credit screens will appear (if you don't see them, begin 
again at step 1). 

4. When the title screen appears, press START to proceed to the Main Menu. 


Menu Screen Controls Gameplay Controls (default settings) 
Control it:lel) Stage and mode selection 7 

A Button 
) B Button erneel peseieam right flipper/shoot 
A Button 

B Button 


Up 


Mm =iiiceem left flipper 


Stage and mode confirmation — 


Down nudge table (down) 


Save from Pause Menu Left Left Flipper 


(during game) 


Right nudge table (left) 


Start the game 


*Return to the Title Sereen at any time by simultaneously 
pressing SELECT, START, and the A and B Buttons. 


From the Main Menu, you can access any of the game modes and 
options available in The Pinball of the Dead™. Select a game mode with 


ree STORT 
the Control Pad and press the A Button to continue. Press the B Button lea 
to return to the Title Screen. a 


To begin a game, select either Normal Mode, in which any of three stages may be played 
freely, or Challenge Mode in which the three stages are played in succession. (p.10) 


mNntinu | 
+. “et eee 


You can continue a previously saved game by choosing CONTINUE <OATA. LORD) 

from the Main Menu. Select a saved game with the Control Pad OATAY HONDERING (CHALLENGE) 
up/down and press the A Button to continue where you left off. Aad ciieatoraeeis 
Additionally, a password is displayed at the same time the game is OATA4 EMPTY 


saved. Enter the password to continue a game without loading it from 
the Game Pak. After selecting ENTER PASSWORD from the Continue 
Screen, select letters with up/down and letter columns with left/right. After all letters have been 
selected, enter the password with the A Button. 


Tutorial Mode 
The tutorial describes how to play the game, including the boss 
appearance conditions and gimmick appearance conditions for each 
stage. Select a stage using the L and R Buttons, and use the Control 
Pad to view descriptions of the various items. If a W mark appears at the a . 
bottom right of the description screen, press the A Button to scroll the text to read the rest of 
the description. Press START to return to the Title Screen. 


Various gameplay settings can be changed from the Options Menu. (p.8) 


Ranking Mod 
Score records can be viewed. Use the Control Pad to scroll through and 
check the high and low scores for the various stages. Press the B Button Pa 
to return to the Options Screen. 


» Options Menu 


Change gameplay settings from the Options Menu. Use up/down on the Control Pad to select 
an option, and press the A Button to make changes. 


Ball Speed (Fast <>» Slow) 
Change the speed at which the ball moves. Select with left/right on the Control Pad. 


Auto Tutorial (On <> Off) 


Set whether or not to display the tutorial before each stage begins. Select with left/right on the 
Control Pad. 


Blood Color (Red «+> Blue <> Green <> White) 
Change the color of the zombie blood. Select with left/right on the Control Pad. 
Key Config (Type A <> Type B <>» Type C <> Type D) 


Change the arrangement of the gameplay buttons. Select a button configuration with left/right 
on the Control Pad. You can view the new button commands on the Key Config screen. Press 
the B Button or up/down to return to the Options Screen. 

* Type A - Default settings (p.5) 

* Type B - Table can be shifted with the Control Pad 

* Type C - General setting for beginners 

* Type D - Flippers can be operated with one hand only 


— 


Options Menu 7 


Default 

Return all settings to the default settings. Highlight DEFAULT with ihe Control Pad and press 
the A Button to return to default settings. 

All Data Clear 

Erase all saved data, including saved gameplay data and ranking data. Highlight the option and 
press the A Button. A confirmation message will appear. You may cancel the Data Clear option 
by pressing the B Button. If you want to erase the data, press the A Button . 

Player Data 

Game records are saved in the Player Data Menu. Press the A Button to display the Player 


Data Menu. When viewing Player Data, press the B Button to return to the Options Menu. 
Play Count 


Wondering Number of times the Wondering stage has been played in Normal Mode. 
Movement Number of times the Movement stage has been played in Normal Mode. 
Cemetery Number of times the Cemetery stage has been played in Normal Mode. 


Zombies Defeated | Number of defeated zombies. 
Bosses Defeated Number of defeated bosses. 
Balls Lost Number of times the ball has been lost. 


BGM (On <-> OFF) 


Turn the Background Music ON or OFF. Select with left/right on the Control Pad. 
Exit 
Save any changed settings and return to the Title Screen. Select EXIT and press the A Button. 


. Playing the Game 


_ Normal Mode i 
Choose to play on one of the three pinball tables: Wondering, Movement, or Cemetery. Try to get the 
highest score possible by keeping each ball in play as long as you can. Clear specific conditions on 
each of the stages to make the bosses appear, then defeat each boss to gain big points (p.17). There 
are six types of bosses that appear. If all six bosses are defeated, they appear again in the same 
order, starting from the first boss. 


the Wondering table to advance to the next table. Complete all three pinball tables to defeat the 
game. Finish with as many points as possible to try to beat the high score! 


The Game Screen * 


The Game Screen scrolls along with the movement of the ball. When battling a boss, the Game 
Screen switches to a special boss stage. 


The current score. The highest possible 
score is 9,999,999,990. 


The number of remaining balls. The game is over when the player loses the ball and 
this number is zero. 


. Pause Menu 


Y Press START during Normal Mode or Challenge Mode to pause the game 
| and bring up the Pause Menu. The Control Pad is not used to make 
selections on the Pause Menu. Instead, press the corresponding button 

i} Commands to make a selection. The game can be saved and the player 

| status can be confirmed while on the Pause Menu. 


Prasc START to Continue - 
ress ol | oO UCONTIN : | 


Press START to cancel pause and return to the game. 


re ~ E er Aa\ Hh ; a AP il 
Press SELECT to Save tt iam | 


Current gameplay conditions are saved. Press SELECT to view the save screen, highlight a file to 
save onto with up/down on the Control Pad, and confirm with the A Button. A confirmation message 
"Are you sure?" will be displayed. You may cancel by pressing the B Button. Make note of the 
password at the bottom of the screen, because the game can be restarted from Continue (p.6) by 
entering this password. After saving, press the B Button to return to the game. 


Pracec the | or R Ruttanc fo: 
Press { iF 


Your current game status can be checked from the Pause Menu. Press either the L or R Buttons to 
switch to the Play Status screen. Press the A Button to return to the Pause Menu. 


: 


Pause Menu ® 


The following game status is displayed while viewing the Play Status screen: 


Game Mode 
Mode currently being played. (Normal or Challenge) 


Bonus Value 
Basic point value of the lost bonus added when the ball is lost. 


Multiplier 
Current Bonus Multiplier. 


Balls Left 
Number of remaining balls. 


Extra Balls Left 
Number of extra balls remaining with respect to the current ball. 


Next Boss 
Name of boss appearing next. 


Zombie Count 
Number of defeated zombies. 


| P re: Ss tl 1e B 3B tte n te > F C 


Press,the B Button | 0 view the — | "Are you sure?". Press the A Button to return to the Title 


Screen. Press the B Button to return to the Pause Menu. 


i te gt id eho D Dy a ee are a A uae? 


om 


Pepe 
| Name 


The game is over if all of the balls are lost or the ending i is run in Challenge Mode, and ‘the final score 
is displayed. The name entry screen appears if your score is higher than the scores recorded in 
Rankings. Use up/down on the Control Pad to highlight a letter and press the A Button to confirm. 
After a letter is entered, the cursor moves to the next letter. Input is finished after the final letter has 
been entered and END is selected. A password is also displayed at the same time. If you used a 
password to Continue (p.6) the game, then the final score, the mode played, and the stages played 
are all displayed. 


Game Flow * 


The basic game flow described below applies to both Normal and Challenge Modes. 


> Game Start 
When the game begins, the stage title is displayed and the Tutorial is 
started. However, when Auto Tutorial is turned off the game proceeds 
directly to the Skill Shot. 


© skill shot 
After the Tutorial or the stage title has been displayed the game advances 
to the Skill Shot. Wait until the crosshair is aligned on the target enemy, then 
press the A Button to fire a Skill Shot. If the Skill Shot is a success, the 
player earns a Mystery bonus (p.27). 


& Release the Ball 


After the Skill Shot, the ball is released with the plunger. When the ball 
appears on the stage, use the left and right flippers to keep the ball in play. 
If you miss the ball with the flippers and it goes down the table out of play, 
the ball is lost and any bonus points will be awarded. 


7 Game Flow 


& Aim for the Boss! 
Use the flippers to aim the ball towards certain game conditions, such as hitting specific zombies, to 
make bosses or special characters appear (p.34). Once the conditions for making a boss appear have 
been satisfied, aim the ball towards the correct hole to enter the boss stage. 


© Defeat Bosses for Big Points! 

Bosses from "The House of the Dead™ 2" appear in the boss stages. Hit 
the ball with the flippers to strike the boss and inflict damage. The boss is 
defeated after being hit repeatedly and points are added to the players ar 
score. You will return to normal gameplay if the boss is defeated or if the ball nae 
is lost. To advance to the boss stage again, the boss conditions must be satisfied all over again. If the 
boss is defeated, a new boss will appear the next time you enter the boss stage. When all of the 
bosses are defeated in the Challenge Mode, the game advances to the next stage. When they are all 
defeated in the Normal Mode, the bosses appear again in order from the first boss. 


©@ Use the Gimmicks! 
There are a variety of gimmicks set in each of the stages. Activate the gimmicks and special characters 
will appear or a Mystery bonus can be earned. The gimmicks will help you get a higher score, so you 
should aim for them as much as possible. 


The Stages : 


Here is an introduction to the stages appearing in The Pinball of the Dead™. Refer to the Tutorial (p.7) during 
the ie for priailed information on how to Play. 


1. Hole 1 and Arrow 1 (to boss stage) 
2. Hole 2 and Arrow 2 (earn extra ball) 
3. Hole 3 and Arrow 3 (Steve appears) 
4. Hole 4 and Arrow 4 (citizen rescue event starts) 
5. Steve 

6. Kickback David 


Boss Conditions 

Once the player defeats the four zombies milling back and forth at the top of 
the screen (Wondering Kageo), Arrow 1 will light up blue. Put the ball into Hole & 
1 and the screen will switch to the boss stage. The color of Arrow 1 turns red Sam 
if all of the Wondering Kageo are defeated two or more times. 
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: The Stages 


Steve Conditions 

Spell the word "ESCAPE" by hitting the ball into Hole 3 once for each letter. WW 
When all of the letters in ESCAPE are lit, Arrow 3 lights up. Putting the ball GX 
into Hole 3 after this makes Steve appear. Striking Steve with a ball switches 
on the lights in the center one at a time. Hit Steve several times to defeat him. 
If there are no remaining balls, you can force Steve to appear simply by 
putting the ball into Hole 3 when making a plunger shot. Also, if you have — 
defeated five of the six bosses, hit Steve six times and he will open his mouth. Put the ball into his mouth 
to advance to the boss stage. 


Save the Civilians 

Putting a ball into Hole 4 displays an outline of the letters in CHAOS. Get all 
the letters in CHAOS to light up Arrow 4. Put the ball into Hole 4 after this to ™ 
make a civilian appear. Use the ball to defeat zombies and keep the civilian @ 
from being attacked. When the civilian has safely escaped to the bottom of the & 
screen, the event has been cleared. 


The Stages £ 


Other Gimmicks and Events 
Mystery 


When the arrows on either side of the loop lane are lit up, put the ball into SEE, 

the loop lane to obtain a mystery bonus. Ve rH 
Extra Ball 

Put the ball into Hole 2 to display an outline of the letters in NIGHTMARE. 


Highlight all of the letters to light up Arrow 2. If the ball is put into Hole 2 after 
this, an extra ball is earned. 


a ar ments ene fs wien Va plyrck ee ez oe aes Eine 
Xi 1. Hole 1 and Arrow 1 4 extra ball) 

2. Hole 2 and Arrow 2 (to boss stage) 

3. Hole 3 and Arrow 3 (earn mystery) 

4. Hole 4 and Arrow 4 (to dump tank) 

5. Hole 5 and Arrow 5 (release gate lock) 

6. Hole 6 and Arrow 6 (open gate) 

7. Dump Tank 

8. Culture Tank 

9. Kickback David 


@ The Stages 


Boss Condition 

Send a ball through the loop lane at the top of the screen to make the 
experimental creature in the culture tank grow. When the specimen is fully 
grown, Arrow 2 will light up blue and the game will be BOSS READY. 
Putting a ball into Hole 2 after this switches the screen to the boss stage. 
After Arrow 2 has turned blue, any additional balls shot through the loop 
lane will cause Arrow 2 to become red. 


Advancing to the Dump Tank 

Put a ball into Hole 4 to display an outline of the letters in VICTIM. After 
these letters are completed, put a ball into Hole 4 to move to the dump tank 
in the center of the screen. Inside the dump tank the player operates special 
flippers (button controls are the same as for normal flippers). Here, if the ball 
is lost a new ball is released from Hole 3. 


The Stages ® 


Opening the Gate 

The gate in the center of the screen closes when the ball passes through it 
from top to bottom. Balls can pass through it top to bottom even when it is 
closed. Hit the closed gate once to light it up, then put the ball into Hole 6 to 
open the gate. Put the ball into Hole 5 to display an outline of the letters in 
GENOM. Arrow 5 will light up when all of the letters have been completed 
AND Lights 3 and 4 are both lit up. Put the ball into Hole 5 after this to turn 
the lock and keep the gate in the center of the screen from closing. 


Other Gimmicks and Events 

Mystery 

A random mystery bonus is obtained by putting the ball into Hole 3 (to the left side of the dump) when 
Arrow 3 is lit up. 


Extra Ball 

Put the ball into Hole 1 to display an outline of the letters in EVOLVE. Highlight 
all the letters in EVOLVE for Arrow 1 to light up. Now you can gain an extra 
ball by putting a ball into Hole 1. 


£ The Stages 


1. Hole 1 and Arrow 1 (to boss stage) 

2. Hole 3 and Arrow 3 (earn extra ball) 

3. Hole 4. and Arrow 4 (earn mystery) 

4. Switch and Light 1 (boss condition) 

5. Switch and Light 3 (Ricky condition) 

6. Right Ramp and BIGBUERE Light (BIGBUERE appearance condition) 
7. Johnny's Head 

8. Ricky 

9. Kickback David 


The Stages . 


Boss Condition 

Defeat the eight zombies (Wandering Kageo) milling back and forth atthe if 
top of the screen, then hit Switch and Light 1 with the ball to turn on Light 1. = 

: Doing this lights up Arrow 1 at the top right of the screen. Put the ball into 
Hole 1 while it is lit to be transferred to the boss stage. The Arrow turns blue 
if all of the Wandering Kageo have been defeated once, and red if they have 
been defeated two or more times. 


Ricky Condition 

Hit Switch and Light 3, just under Johnny's Head located at the left-center of pa¥ 
the screen, to turn on Light 3. Hit Johnny's Head (by directly hitting it with aN 
the ball or sending the ball through the surrounding loop lane) three times 
and Johnny's Head opens its mouth. Put the ball into the mouth to make 
Ricky appear at the bottom of the screen. Hit Ricky with the ball repeatedly 
to defeat him. 


» The Stages 


BIGBUERE Appearance Condition 
Each time a ball passes through the right ramp lane at the upper right of the 
screen, the BIGBUERE Lights are lit up one by one. When all of these lights | 
have been lit up, BIGBUERE appears. Hit BIGBUERE with the ball and the ; 
BIGBUERE Lights are turned off one at a time. Turn off all of the lights to 
defeat BIGBUERE. 


Other Gimmicks 
Mystery 

Put the ball into Hole 4 to display an outline of the letters in MERCY. Getting all of the letters in MERCY 
lights up Arrow 4. Put the ball into Hole 4 after this to earn a random mystery bonus. 


ct Pet 


Put the ball into Hole 3 to display an outline of the letters in REVIVE. Getting g&-. 
all of the letters in REVIVE will light up Arrow 3. Put the ball into Hole 3 after 
this to earn an extra ball. 


Basic Rules » 


Read over these rules along with the tutorial that is displayed during gameplay. Refer to Playfield in 
the tutorial for the basic terms and operations in pinball. 

kill Shot 
A window opens in the screen with a target displayed. Earn a mystery bonus by shooting when the 
crosshairs are aligned on the target enemy (press the A Button). 

all Save 
After the ball is launched onto the table, the death hole flashes for 30 seconds. If the ball drops into 
the death hole during this time, "Ball Saved" is displayed on the screen and the ball is returned to the 
table and gameplay is resumed. 
Kickback 
This function kicks the ball back onto the table when it drops into an out lane. Normally the kickback 
function is off, but it is activated by defeating a Kickback David (p.17). There is a Kickback David in 
both of the left and right lanes. 
Gimmicks 
A gimmick refers to elements that exhibit some kind of reaction when they are hit with a ball. 
Gimmicks such as zombies and bumpers add points to the player's score when hit with a ball. 


* Basic Rules 


Ready 
This is the state when any of the conditions have been cleared. For example, BOSS READY and 
EXTRA BALL READY are displayed when the boss conditions and the conditions for obtaining an 
extra ball, respectively, are cleared. 


Lost Bonus 
The Lost Bonus is calculated as the Basic Points times the Bonus Multiplier. } 


This bonus is added to the player's score when the ball drops into a death 
hole or into one of the left or right out lanes. The initial value for the Basic 
Points is fixed, but increases by defeating the first five bosses, by defeating 
the sixth boss, or by passing the ramp and lane. The Bonus Multiplier begins 
at one and increases each time a mystery Multiplier Increase is earned, up to a maximum of 16. 


Extra Ball 


One ball is added to your total of remaining balls by obtaining an extra ball bonus. An extra ball can be 
obtained by clearing the Ready conditions first, then by putting a ball into the specified hole. These conditions 
are different for each stage (p.17). An extra ball can be earned up to three times with the same ball. 


Mystery 
A mystery bonus can be obtained by clearing the Ready conditions first, then by putting a ball into the 
specified hole. Alternatively, a mystery bonus can be obtained by being successful in the skill shot. 

The eleven types of mystery bonuses are shown on the following page. 


KICKBACK READY 

Kickback is activated on both sides. 

SUPER KICKBACK 

Kickback continues to stay active until the ball 
is lost. 

MULTIPLIER INCREASE 

The Lost Bonus Multiplier increases by one level. 
FIELD 2X 

The point total of gimmicks on the field is doubled 
until the ball is lost or the next mystery bonus is 
obtained. 

45 SEC SHIELD 

For 45 seconds after this bonus is earned, 
the ball is restored if the ball is lost into the 
Death Hole. 

EXTRA BALL READY 

The arrow corresponding to the extra ball is lit up 
and the game becomes EXTRA BALL READY. 


10 MILLION 

10 million points are added to the player's score. 
25 MILLION 

25 million points are added to the player's score. 
BONUS HOLD 

Even if a ball is lost, the Lost Bonus Basic Points 
and Bonus Multiplier are not returned to their 
initial values and are maintained as they are. 
BOSS READY 

The stage becomes BOSS READY, allowing you 
to battle the boss immediately by aiming the ball 
for the correct hole. 

SUPER JETS 

The score per bumper becomes 100,000 until the 
ball is lost. This mystery bonus cannot be 
obtained on the Movement stage, as there are no 
bumpers. 


Basic Rules £ 


# Basic Rules 


Creature Roulette 

In each of the stages there is a gimmick with three Devilons (p.34) aligned in a row. When these are 
defeated they are each resurrected as either Patrick, Franklin, or Devilon. When the same character is 
resurrected for each of these Devilons the Lost Bonus Multiplier is raised by one, to a maximum of 16. 
Undead Feature 

A variety of effects can be obtained depending on the number of zombies defeated with one ball. 
The number of times a ball passes through the ramp (loop) lane, and the number of times a lamp 

is lit are also counted toward this. 


20 times | 200,000 points are added to the player's score Boss Stage an 

40 times | The kickback on both sides is activated After the boss conditions set in each 
60 times | 600,000 points are added to the player's score stage are cleared (BOSS READY), you 
80 times | MYSTERY READY can go to the boss stage by putting the 


00 times | 1,000,000 points are added to the player's score ier . ae = 4 ~~ ae | 
available balls in the boss stage 

20 times 
BOSS READY depends on the number of times the 


40 times | 1,400,000 points are added to the player's score a ; 
60 ti conditions were cleared (to a maximum 
mes |. MYSTERY READY of 4 balls). Therefore it is a good idea to 


80 ines 1,800,000 points are added to the player's score clealiit@ieenditions Selieral timesibetors 
200 times |_ EXTRA BALL READY advancing to the boss stage. 


Basic Pinball Techniques £ 


The basic goal in hitting the ball with the flipper is to send a forcefully hit ball back towards the 
targets. Rushing and hitting the ball too early results in a weak hit. A ball that is weakly hit often 
drops into spots that cannot be reached by the flippers. Try and lead the ball in as much as 
possible and return it as forcefully as possible. 


The ball can not only be hit back, but also stalled on the flippers (called | eas, 
holding). Press and hold the flipper button to keep a flipper in the up 3 
position. A ball at the base of the flipper can be held by doing this. Use 

this technique while waiting for a zombie to appear or considering your 

next move. If the ball hits the flipper forcefully, it may bounce off the My 


in 
flippers even if they are held up. Make sure to pay attention to the speed bi SF 


of the balls. 


* Basic Pinball Techniques 


| 
; 
Holding can also be used to control the direction in which the ball is hit. Lower the flipper from the i 
holding position, then time your shot to control the direction of the ball. If the flipper is raised | 
quickly, the ball can be slapped, while if it is raised late the ball can roll off of the flipper. Using this 

technique makes it easier to aim the ball (for advancing to the boss stage and obtaining extra 
points, for example). : 


ly. | Loa 
ne 


# Raise the flipper early # Raise the flipper late 


Basic Pinball Techniques . 


When it looks like the ball is going to be lost, players 
tend to raise both flippers. However, this actually has a 
| 


negative effect of widening the gap through which the 
ball can pass. Accordingly, raising the left and right 
flippers alternately as shown to the right has the effect of 
improving the defense. In this example, the ball is 
approaching from the right, so the right flipper is raised 
first. The ball comes into contact with the tip of the right 
flipper and is deflected toward the left flipper. The spot 
where the ball comes into contact with the flipper will 
determine the path at which the ball drops, so timing is 
very important. If the ball is approaching from the left the 
movement of the flippers is reversed. 


4 
\ ~~ 


zz 
4 
; 
a 


# Both flippers raised 


a 


a 


* Deflect the ball to the left 


» Basic Pinball Techniques 


Randomly hitting the flippers makes it hard to direct the 
ball into a desired hole. Using the flippers to volley 


(pass) the ball can help hit the ball in the desired 
direction. When a ball approaches quickly, raise one 


flipper and pass the ball gently towards the opposite i 


¥ 
flipper. Don't forget to use the holding position with the th _ Siz 
receiving flipper. When the ball is moving slowly towards 


the flippers, however, the ball will drop without arriving at 
t Slow ball 


the opposite flipper. In this case, it is better to use the 


holding technique rather than the passing technique to 
Thy ‘i b 


maintain control of the ball. 
i ee 1 


*% Fast ball | 


Basic Pinball Techniques * 


_ Nudging the Table - 


After playing the game several times, the various controls should become familiar. Try using the 
unconventional technique of nudging to aim for a higher level of game play, and thus a higher 
score. The ball frequently comes into contact with various table parts and bounces off of them 
right into the out lane. In particular, the ball often strikes the slingshot (triangular shaped part) 
directly below the bottom flippers and rebounds with intensity into the out lane. At this time, tilt the 
table at the moment the ball comes into contact with the slingshot to change the intensity of the 
ball's reaction. Whether the force of the ball is increased or decreased depends on the direction in 
which the table is tilted, but in either case the number of times the ball ends up in the out lane 
should be reduced. Although there are other points regarding nudging the table, be careful to not 
nudge too much because the balls can also be lost into a position that is unplayable. 
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* Characters and Points 


* Receive 100,000 points by defeating all Kageos in the Dump Tank. Your bonus will increase up to 
10 times for every time you defeat all four Kageos until you lose the ball from the Dump Tank. 
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& Limited Warranty 


Warranty and Service Information 


In the unlikely event of a problem with your product ("Product"), you may only need simple instructions to correct the problem. Please 
contact the THQ Inc. ("THQ") Customer Service Department at (818) 880-0456 or on the web at http://www.thg.com before returning 
the Product to a retailer. Live Customer Service Representatives are available to help you Monday through Friday 9am to Spm PST or 
you can use our automated systems by phone or on the web 24 hours a day, 7 days a week. Please do not send any Product to THQ 
without contacting us first. Your 5 digit Product Code is 32102. Please use this code to identify your Product when contacting us. 


Limited Warranty 


THQ warrants to the best of THQ's ability to the original consumer purchaser of the Product that the medium on which the Product is 
recorded shall be free from defects in materials and workmanship for a period of ninety (90) days from the original date of purchase. 
The Product is sold “as is," without express or implied warranty of any kind, and THQ is not responsible for any losses or damages of 
any kind resulting from use of this Product. If a defect occurs during this ninety (90) day warranty period, THQ will either repair or replace, 
at THQ's option, the Product free of charge. In the event that the Product is no longer available, THQ may, in its sole discretion, replace 
the Product with a Product of comparable value. The original purchaser is entitled to this warranty only if the date of purchase is 
registered at point of sale or the consumer can demonstrate, to THQ's satisfaction, that the product was purchased within the last ninety 
(90) days. 


To receive warranty service: 


Notify the THQ Customer Service Department of the problem requiring warranty service by calling (818) 880-0456 or on the web at 
http://www.thq.com. If the THQ service technician is unable to solve the problem by phone or on the web via e-mail, he will authorize 
you to return the Product, at your risk of damage, freight and insurance prepaid by you, together with your dated sales slip or similar 
proof-of-purchase within the ninety (90) day warranty period to: 


THQ Inc. 
Customer Service Department 27001 Agoura Road, Suite 270 Calabasas Hills, CA 91301 


THQ is not responsible for unauthorized returns of Product and reserves the right to send such unauthorized returns back to customers. 


Limited Warranty | 


This warranty shall not be applicable and shall be void if: (a) the defect in the Product has arisen through abuse, unreasonable use, 
mistreatment or neglect; (b) the Product is used with products not sold or licensed by Nintendo or THQ (including but not limited to, non- 
licensed game enhancement and copier devices, adapters and power supplies); (c) the Product is used for commercial purposes 
(including rental); (d) the Product is modified or tampered with; (e) the Product's serial number has been altered, defaced or removed. 


Repairs after Expiration of Warranty 


After the ninety (90) day warranty period, defective Product may be replaced in the United States and Canada for US$20.00. The original 
purchaser is entitled to the replacement of defective Product for a fee, only if proof of purchase is provided to THQ. Make checks payable 
to THQ Inc. and return the product along with the original proof of purchase to the address listed above. 


Warranty Limitations 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND REPRESENTATIONS. NO OTHER WARRANTIES OR 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE THQ. ANY APPLICABLE IMPLIED 
WARRANTIES OR REPRESENTATIONS, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE 
CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL THQ BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES 
RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 


The provisions of this warranty are valid in the United States only. Some states do not allow limitations on how long an implied warranty 
lasts or exclusion of consequential or incidental damages, so the above limitations and exclusions may not apply to you. This warranty 
gives you specific legal rights, and you may also have other rights, which may vary, from state to state. 


Warning 


Copying of this Product or any of its contents or elements is illegal and is prohibited by United States and international copyright laws. 
Back-up or archival copies of this Product or any of its contents or elements are not authorized and are not necessary to protect your 
Product. United States and international copyright laws also protect this manual and other printed matter accompanying this Product. 
Violators will be prosecuted. 
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